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One Complete Package 











le jumps, thrills and loop-de-loops you'd expect 
Sonic now in one speedy little package. Seven 
rate adventures to explore, one ring at a time. 
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CAMIIU; RESOLUTIONS 

The Legend of Zelda: A Link to 
the Past/Four Swords in less 
than three months! 

Kyle Cockbum 
Via the Internet 

My New Year's goal is to play 
Metroid Prime, Mario Party 4 
and Godzilla: Destroy All Mon¬ 
sters Melee to the best of my abil¬ 
ity and not beat them too quickly. 


rm their 

My video game resolution is to 
beat Super Mario Sunshine. I 
can’t pass the mud boat obsta- 


For my New Year’s resolutions, 
first, I ^^^nt Lunar Legends for 
GBA. Secondly, Iwant... no, I 
have to beat I^per Mario! I’ve 
played the game lately and I’m at 
the Shy Guy’s Toy Box. My 
friend, Alex, said I couldn’t beat 
the Dry Dry Ruins, but I did! 
Now I just have to beat the game. 

Trevor Nelson 
Via the Internet 

My New Year’s resolution? To 
finally beat Super Mario RPG: 
Legend of the Seven Stars! 

Dr. Fruitcake 


LETTER OF THE MOUTH 


have a 3.2 GPA 
writing, but I love games, 
your great games to my old Odyssey sitting 
closet. What I'm trying to say is, I want a job that I 
could wake up and be glad to go to. I know that work¬ 
ing for a company like Nintendo will do that for me. 

Rebel Rouser 
Via the Internet 

need to know is that Nintendo of America is located in Redmond, 
Washington, and the NPK^ and other employees live within driving 
depending on which comer of 
tgal department, 
hire Nintendo Power writers, we 
look for individuals with a good balance of writing skill, training (a 


it www.nintendo.com for job descriptions, recfuirements and opportuni- 
js, and chat with a school counselor about your career goals. 









is Golden Sun for the GBA. I 
am fighting Saturos and 
Menardi for the last time and I 
can’t beat them! Grrr. I have 
leveled up Isaac and everyone 
and I can’t beat them. Grrr. 

Mark Fisher 


My New Year’s resolution is one 
that I’ve had for the past three 
years—get a letter printed in 
your magazine! I know, it might 
sound cheesy, but it’s true! I’ve 
been getting your magazine for 
many years now and have writ¬ 
ten countless letters—each one 


filled with hope to finally achieve 

ing to you about my love for 
Super Mario RPG: L^end of the 
Seven Stars (which I never quit 


about oh-so-many topics. Alas, I 
have yet to get a letter printed, 
and until that day, I’m doomed 


continue driving you all crazy. 

Whitney Riddle 
Via the Internet 
•re you go, Whitney. We like 
ng driven crcay, really! 


I would love to finally beat 
Super Mario World for my 
Super NES. I have been playing 
the game for about three or four 
years now. I've beat Bovver, but 
I have one more level to unlock! 

Fozzysoo 


My New Year's resolution is to 
beat Metroid Prime and buy 
Pokemon Ruby, Pokemon 
Sapphire and The Legend of 
Zelda:A Link to the Past/ 
Four Swords. 


Josh L Karch 
ria the Internet 


MARIO TRICK OR TREAT 




Freaky! By the way, when is 
Golden Sun: The Lost Age 
coming out? I can’t wait! 

Vegetarulez89 
Via the Internet 
Golden Sun: The Lost Age is 



issues of NR 


My main gaming goal this year 
is to beat Ganon in The Legend 
of Zelda: Ocarina of Time for 
N64. Geez, he’s hard! 

ZeldaFreakiy 
Via the Internet 



lEGO MARIO 

I was looking at an NP issue 
one day, when I noticed some¬ 
thing interesting. The picture 
showed a man who had built a 
Mario figure out of some Duck 
Hunt games by painting them 
and arranging them on his 
driveway. At the time, I had 
some LEGO pieces scattered on 
my carpet. I thought that it 
might be neat if I made some- 

LEGOs. I went to work for an 


hour and a half before I created 
the Mario figure. I took a break 
overnight, and laid out the fire¬ 
ball, two clouds, sky back¬ 
ground and nameplate the next 
day. The whole thing took me 
about four and a half hours to 
make, but it was sure worth it! 



CRAZY GAME FACTS 

I heard a rumor that the whole 

Mr. Miyamoto’s yard. Is it true? 

Eli Hays 
Wisconsin 

is modeled directly after 
Mr. Miyamoto’s yard. He did 
come up with the idea for Pikmin 
while gardening in his yard, 

may be similar to his yard’s layout. 
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•worW oj ■viCfains, a goddess reborn 


struggles to JufJitt a prophecy. 




■ Blood Jugger 







































LET THERE BE LIGHT 

The future of video gaming is burning even brighter with the blazing for lo hours straight. Game Boy Advance SP launches in 
March 23rd introduction of the most advanced Game Boy ever, two colors — platinum and cobalt (metallic) — for a suggested 
The new Game Boy Advance SP features an illuminated screen retail price of $99*95 hi the US. And its backward compatible 
for easy game play in any lighting condition. The flip-screen with virtually all Game Boy Advance, Game Boy Color and 
design makes it the most stylish and compact Game Boy ever, Game Boy titles. Game Boy Advance SP is the ultimate e3q)res- 



























PROJECT: DIGIPEN 

Crazy Cross—this month’s DigiPen student showcase—is a 3-D RPG that spoofs 
just about everything in popular culture from video games to movies. In the game, 
you control Lou, a fighter trained in the martial-arts style knovm as Underwater 
Basket-Weaving Fist. Lou and his friends set out on a quest to restore peace to the 
world, which is dominated by an evil corporation. The quest leads Lou, Tiny Jim 
and Nurse Emma through jungles, space, frozen wastelands, Egypt, a small Ger¬ 
man town and finally into the fortress of the corporation itself. Crazy Cross is the 
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Get the Game 2.4.2003 
See the Mouie 2.14.2003 
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Supeeps-ltakes -Iroclau! 

Qo to uiuiui.nintendo.com/playeveryday to enter for a chance to luin cool prizes that’ll get you playing! 




















Return of the Greatest Hero Ever! 
THE LEGEND OF 


The txfonlb’s best-looed video game seHies 
jzetunns with a stunning neto chapf br— 
The Le0end of Zelda: The Wfnd WakeR! 

remember the first time you played a Legend 

it opens, the mind-bending puzzles, the inevitable 
final battle with a huge, terrible boss . . . each gamer 
has a favorite memory. I 
a new set of memorie. 

The Wind Walter. 


1 










A Link for the Future 

In a recent interview, Shigeru Miyamoto (the creator of The Leg- , 
end of Zelda) said that The Wind Waker takes place loo years 
after the events in The Legend of Zelda: Ocarina of Time, 

Take a look below to see some of the new characters you’ll ^ 

encounter in your travels. Each of them plays some small 
part in the quest. Link’s grandmother, for example, gives him his^ 
traditional green outfit as a twelfth birthday present, and his sis¬ 
ter hands him her fevorite treasure—a powerful telescope. Medli 
is a princess of the Rito tribe who helps Link discover his first i 
dungeon. And finally, Makar is a mischievous forest spirit who |i 
enjoys playing music and causing trouble. 


Link 


Makaiz 


Medli 


\hu'll also get to know newcomers Captain Tetra and the pirates. The 
pirates sail around the waterlogged world in a constant search for 
treasure, fortune and glory. Their leader is Tetra, a female pirate who 
can hold her own with any freebooter on the high seas. The buccaneer: 
in the front row, from left to right, are Niko, Mako, Tetra and Zuko; and 
in the back row, from left to right, are Senza, Gonzo and Nudge. 


NINTENDO I 












So Real It s Unreal 


King of Red Lions 

Link's boat, called the King of Red 
Lions, functions as a partner and 
friend. The boat's figurehead (the 
large head on the front} can even 


speak to Link and give hir 


will make good time r 
The wind will play an 
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Rope swing 




















Get the Goods 

No Legend of Zelda game woul< 

Links arsenal (such as the boomerang) 
item is the Wind Waker, a magic baton i 
world. Take a look at the following i 
items in the game—you'll find the ones 














The Legend Continues 


Some of the island tasks are just for fun, but sot 
imposing at first, it's actually one of the smaller 


Pinates of the High Seas 


ates, Link must prove 
> skill by swinging on 
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Dragon Roost Island 

^Otice Link has a sail, he can explore the h 
Though you are free to go anywhere you w: 
wonderful way to lea 
leads you to 


Awaiting the Waker 

On March 24,2003, gamers the world over will enter a whole new following interview with two of the games driving forces on the 
world. The Legend of Zelda: The Wind Waker has already following pages, then read on to learn about the amazing Wind 
achieved phenomenal retail success and glowing reviews in Japan, Waker presale offer that begins in February! No doubt about it— 
and the North American version should follow suit. Check out the it's a great time to own a Nintendo GameCube. 
























































































































I PEBOSBE^ o®; l^ic TimM, .». I 

I GBT TWO TEGBiroS | 

s' ^ U Vnii'vp hoaiii thp nimnrt—now net ^ P, 


You've heard the rumors—now get 
the full story straight from the 
source. Beginning on February 16, you can 
place a deposit and preorder a copy of The < 
Legend of Zelda: The Wind Waker at any 
participating retailer. (Participation may vary 
from store to store, so be sure to ask before 
you order.) The moment you place the order, 
you'll receive a free Nintendo GameCube disc 
that contains two games—The Legend of Zelda: 
Ocarina of Time and The Legend of Zelda: 
Ocarina of Time Master Quest—and interesting 
info on other Nintendo titles! 


Playing two free Zelda games is the perfect way to 
keep your twitchy thumbs occupied until you get a 
copy of The Wind Waker on March 24! The Legend of 
Zelda: Ocarina of Time Master Quest is a special version 
of Ocarina of Time that wasn't released for N64 in 
North America. The game features more challenging 
dungeons, tougher puzzles and the familiar Ocarina 
story line. We'll offer exclusive coverage in the March 
issue of Nintendo Power, as well as a complete walk¬ 
through at nintendo.com. 



Only for the 
Nintendo 
GameCube! 


CZOOSNintE 
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Victory. You can fill the skill meter by executing swift and confident attacks. Defend yourself, 
then counter with combos and other fierce attacks. 

If you strike first, you'll catch the A fast combinatton or a Fierce If you string together several highly 

enemy off balance and set up a Attack on an unguarded opponent rated attacks or score a Perfect 

quick victory. If the enemy lunges, will make your skill meter grow rating, you can sustain skill-meter 

parry then counter. and earn you a high rating. momentum. 
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ION HEN 1 































Explosive Ons[au0l>t 


chain Reaction 





























e opposing army has created a hole in one of the walls, 
es from flowing through the hole and keep them away from 


Station Status 

The meter in the upper-right corner of the: 
shows the door's strength. If the meter shr 
nothing, the mission will be lost. 


T^e Attack Heats Up 


s(>ie[d-Wielder 


e first wave of enemies consists of Uruk- Enemies that carry heavy shields will cross As time wears on. more enemies will j 

sks. Defeat them from a distance, but shield^s with Fierce Attacks. Charge into the them away before they reach the door 

ly close enough to collect the items they pack and keep swinging until all the enemies Knock over the enemies who wield loi 

ive behind. are gone. swords and finish them off. 

roll Trouble 


Fierce Firepower 

archers and a catapult. The air- 

mence. Keep fighting, dodge 
the incoming fire and get ready 
for a big finale. 


through the hole before t 
catapult arrives is a vicii 
troll. Hit it with brutal foi 
avoid its attacks by jum[] 


THE CATAPUir COMES 

- V-A I clear tbe Waj) 




































climb and Concjuer 


Keturn to tbe Battle 


:ourt^ard Drama 


TWIN TERROR 


Once the archers i 


ill, tear yourself away from 
e battle at the door and climb 
the archers' level before they 
stroy the barricade. 


Catapults on the other side of the 

the courtyard, if you see a fireball 
coming, move out of the way—they 
are deadly. 


REAP THE REWARDS 








ymfffundthe^ 

Ocama! 


The Ocarina inspired hi} ike Legend cf Zeiad^ is ncd ai^aitahie! 


jned and finely crafted 


Made from High Fired Ceramic 

Includes a Songbook and Tutorial with sii 
finger notation for many songs and fanc^ 
plus Lullabies, Serenades and Minuets! 


Sweet Potato (octave +i). 

Extended Range Sweet Potato (octave +4)., 


St in porcelin, simple t 
playing instructions.. 


Shipping info: 

shipping & Handling.^5.00 

(Please allow 2.-3 weeks for delivery; 

Priority Shipping.Jio.oo 

(When available, allow 2-5 biz days 
We ship via US Postal Service 


Silk Carrying Case padded, w/ zipper, 

and embroidered dragons. 

Extra Ocarina Songbooks: Songbook 


Snn^hird Ocarinas J 

410 Anacapa St. 

Santa Barbara, CA 93101 ^ 

Order Toll Free! 1 (866) 899-4043 


. Hear them and order online at 

a/u/ai.scn^hirdccarina.cm 











niversary logo isa trade^l< 
. Star Wars Bounty Hunter i: 


f=>l'T' f=IBH'r' g»ea*=n- 

The opening level is relatively painless, so you’ll ha 
with Jango's plentiful tools and maneuvers. With or 


Rirr F=ll5l-I'r> niBEPI 

BURBHKKEH TEER 1,000 CREDITS 
This is your chance to practice acquiring a bounty. The 
target is in the hall, directly after the checkpoint. 

I5bI jrbrqgg thunG; a.ooo credits 

Jabrogg moves slowly and wields a heavy axe. Several 
friends from the training area accompany him. Jump 
onto a piatform and shoot down his accomplices, then 
tie him up and collect your reward. 

1551 BRRKKO GHZ; 1,000 CREDITS 
Exit the training area on the lower level and enter the 
hallway to your right. Go into the locker room to get 
Brakko—a green-feced alien surrounded by bodyguards. 

IorI 50BEL ZEELESI: 1,000 CREDITS 
Similar to Brakko, Sobel is in the locker room of f the 
adjacent hallway. Guards also protect him, so be pre¬ 
pared for a heated battle. 




So much fort 


9PI the byJumping into 

.jHi mous Borhek. Dodge the 

beast's lumbering ^ ^ ^ 

charges and keep firing. Once the creature is down, 
jump through the opening in the ring and slice through the 
K grate. Activate the control panel and drop into the newly 
revealed pit. In the next room, turn right to step into the 


Obees is the second enemy from the left at the firini 
range. Before entering the range, crouch and mark hii 
from a distance. Proceed to collect the bounty. 

ISECRETl IN THE TRAINER'S ROOM 

At the end of the level, when walking up the narrow 

path to the street, wait for the trainer to leave his 
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TARGET PRACTICE 



front of the force field. Crouch 
through the tunnel until you reach 
the firing range. Slide down and 
'‘‘'Tiinate the enemies. Remove 
next force field by shooting 


mEiBcri-inrj'P iBoiUi 

Now that you’re warmed up, it’s tir 
need to retrieve your jetpack and 
chant Row is loaded with potential 

FOLLOW THE LEADER 




Follow the street loiterer to 
Meeko's hideout, where a 
swarm of thugs greets you. 


past the bn 
Knock dow 

■ Jse the cor ,^ ________ 

rhead-if you're quick, you can mark him. You can also 



Drop into the ravine, trudge through the muck, and pick up another bounty before entering the 
pipe. Climb the ladder and slide down the next tube. Shimmy across the ledge and flip onto the 
adjacent platform. Mark the two bounties standing on the towers. Continue ahead, leap into a 
dumpster and shoot the enemies from above. Crouch to cut the grate near the door. 



he highest platform and reach the checkpoint. You should spot Meeko's speeder hov 
erino overhead. Follow him through the hole in the wall and across the pipes. Meeko will lead 
you back to the start of the level, where you will need to boost onto a catwalk, drop into the 
muck and find a grate inside a pipe. Take the wild ride through the sewage system, boosting 
igh the openings until Meeko crashes at the bottom and runs off. There is one more boun¬ 


ty in the plaza^Retneve i 


mEraczHnrj'P raouj 

foTI TC-9DD; 3,500 CREDITS 
Before following the street guide to Meeko's hideout, 
take the first right and capture the droid. 

[el ONICDRP K’CIN: 1,500 CREDITS 
After you use the control panel to open the door, ene¬ 
mies will swarm you. Shoot as many as you can, keep¬ 
ing your beams away from the tiny U^naught to your 


I you obtain your jetpack. He 


^ □□NALOR CHULL; a,000 CREDITS 

Chull is on the same rooftop as Lips. Mark him after you 

grab Lips. 


obtaining your jetpaok. He 

if hehasn^tfailentothe 
street below, ^ou can 

forms and grab him. 

IotI robot bekH: a.ooo credits 

You should mark Bobot at the same time as Gabo. You 

can reach him after passing Odnalor's station. 

SiNINOPHS DROCC; aooo CREDITS 
Shortly after spotting Meeko's speeder, you'll come 
across Ninopas. After the checkpoint, jump onto the 
pipes and look for him below. He will be moving about. 


Dont go too far down the 
sewage system without 
nabbing Magro. He is the 
Klatooinian on the first cat- 
walk after you slide down 
the pipe. Quickly capture 
him and resume the frantic 
chase for Meeko. 

fion END RRBR; 3,000 CREDITS 
After Meeko's speeder crashes at the bottom of the 
sewage system, a swarm of henchmen will come to his 
rescue. One of them is Eno Arba, an arachnid-looking 
Aqualish. Be careful not to eliminate him in the fray. 




After obtaining your jet¬ 
pack, reach the ledge that 
contains a Bacta Fluid 

Crate on the other side of 
the market. The feather 
will hover above the center 
of the area, so you'll have 











■DOd-MrUS 

Wisely, Meeko has decided to escape through a it 
boxes. You must master your flying skills before 
down Meeko's ship at the end to capture him. 


Float down to the pipe on your 
left to get a bounty and a secret. 
Return to the start of the level 
and boost onto the ledge where 
enemies are perched. Keep moving 
until you reach the conveyor belt 
on the far right. Enter the factory 
and listen to Roz's instructions for 
taking out the force fields. 




At the beginning of the 
level, there is a pipe to the 
left, beneath your feet. 
Float down to the convey- 


Enter, capture Gabo, 
Collect the secret, too. 

IRRTZRM HRTHRN, 3.0DO CREDITS 
Before passing the first force fieid, drop to the iower 
j x:_.j -. .-I.......1.-i-x -jamed Odnalor. You 


level and find a valuable Ugnaught nam< 
will have to defeat a swarm of enemie; 


through the force field marked with green lights. 
I^HRTRRS NiKfci 


capturing Alby, head to the far-left side of ^e 
om to obtain Hatras. Then move on to the next area. 
U -BOGEY" BDGR: M,OQQ CREDITS 

I After entering the mag- 


wall. Drop down to acquire 
Boga.anAquaiishwhowiii 
be standing aione, ripe for 
the taking. 


netic scanner and track down Sobo Leeds. 

IflTl SRiLLO ZRMMON: g.000 CREDITS 

In tbe following room, turn left and start scanning. Grille 

is on the top conveyor belt. 

I5§1 QURLUNG TULLR: 3.000 CREDITS 
Also to your left, a little farther down, is Qualung. 
Quickly mark him before extinguishing the others. 

I BHDO KRRPR: 3,000 CREDITS 



I INTO THE PIPE r 
The feather is in the pipe where you collected the first 

bounty. Go to nintendopowe-^-... 

bow to reach the secret. 












raEici^d.-u 


.auji-iF=i=!5 iru iHisi-i i=*i_f=ic:e 


snj'PEraq'fqiinjmsnj'p □is'rraici'n . 

Welcome to the sordid underworld of the Star Wars universe. Coruscant is a boom¬ 
ing planet with an infamously wild nightlife. Jango must traverse the party planet 
while searching for Jervis Gloom. The police have been unsuccessful in capturing 
Gloom, who has several thugs in town working for him. Keep your scanner 

SHAKE YOUR GROOVE THANG 

[H B'INKR FIBUNB El JHH-KII VFBHGflZ H U'HRN SlilINDL 
E3MRHTRINERTZ E| DEJOE HITEIUR H 5TU HEMPHRUIRR 


ing, some drinking. Collect your 
bounties and exit through the 
door next to the orange neon sign 
Pick up more bounties and walk 
around the circular building. 





KRRSUNN NEPTO H RE 



staircase. A potential bounty will 
run for his life-grab him before he 
runs out of the area. When you 
see Jervis, follovy him into the 

men. Knock down the grate inside. 


You'll trail Jervis across a series 
of ramps and through several 
buildings. If you mark him, he'll be 
easier to track. Along the way, 

on top of an open balcony. In the 
crowded mall, take time to polish 
off the bounties before following 
Jervis into the bar. 



(srj'PEia'pmnjmErj'p aisrpiBic^ 

fml B'INKR FIBUNfl: 3.500 CHEBITS 
In the main plaza, B'inka is the Twi'lek to your left mov¬ 
ing around methodically on the platform with the red 


m JRH-KII VHRRGRZi 3,000 CREDITS 
Take the far-left door in the main plaza and enter the 
bar. The female relaxing at the bar is the next target. 
Vbu must take her alive to collect the bounty. 

1511 U'HRN SLUINOL 3.000 CREDITS 

At the end of the plaza, around the corner to the right, 

is a wanted 6ith standing on a red carpet. 

1551 MRRT RINBRTZ; 3,000 CREDITS 
After leaving the plaza and crossing the checkpoint, 
obtain Mart, an Ishi Tib on the nearby walkway. 

155] OEJOE HITEUJR; 3,500 CREDITS 
After you capture Mart, go through the door to the left 
and up to another bar. Scan the crowded area until you 
spot the bounty relaxing at the far end. 
iQil STU HEMPHHLURR: 3,000 CREDITS 
Exit the bar and return to the street, pas 


Follow the path around the large, cylindrical building and 
continue into the edifice in the following courtyard. Find 
your bounty at the bottom of the stairs. 

1551 MIEN RUMBR: 4,000 CREDITS 
Mien is hiding behind a pair of civilians at the bottom of 
the long spiral staircase, outside the building. Swiftly 
scan him, mark him and collect your bounty, 
m KRRSUNN NEPTO; 3.000 CREDITS 
Take a quick left after the next checkpoint and enter 
the building. Karsunn is to the left, near a dead end. 
flol REEZ RNDOR; 3,500 CREDITS 
In the crowded area where you first spot Jervis, Reez is 
milling about at the far end of the walkway. 
rm HRRNBOK: 4,000 CREDITS 
After exiting the warehouse and passing a checkpoint, 
you'll find an armed bounty near a large sculpture. 
[kJORIRN MRGGLI; 3,000 CREDITS 


the human bounty along the wall to the right. 
rm BRROflCK; 3,000 CREDITS 
Bardack is an armed Klatooinian mingling with a group 
of thugs on the walkway. Scan him from a distance, or 
you will have trouble marking him in the ensuing fray, 
[w] KIP BUNYER; 3,000 CREDITS 
Follow Jervis into the bar, but don't forget to stop and 
grab Kip, a human seated near the entrance. 
rm KRHLEEKO SIK; 4000 CREDITS 
Once you snag Kip in the bar, a fight will erupt. Boost to 
the second-floor balcony to get the final bounty, 
SECRET! UP ON R BUILDING LEDGE 
After exiting the warehouse, you will navigate a 
•naze of narrow alleys until you reach a walkway. 

Take a left and note that Jervis stops near a build¬ 
ing with an open balcony. Boost to the building's 
'edge to get the feather icon. 














injous'nismi-ais'pfBicr'p 

Prepare for the tension to increase several notches. Jango 



;e in fierce flrefights and fly down treacherc 


Fly through 01___ 

nels and climb the ladder to the 
checkpoint. Pick up the blaster 
rifle and the Mandalorian Rage, 
which will provide momentary 
invincibility. Use the rifle's ammo 

handguns. The action is nonstop 
as you boost to the top. 


The orange, glowing room 
is the carbon-freezing 
chamber. Grab the secret 
at the bottom of the 
room, then boost to the 
top until you meet 
Montross. Fight him like 
any other enemy, strafing 
and jumping to dodge his 
fire. If you land enough 


[m] PHNZR HONDI; S.000 CREDITS 

The first bounty is hiding at the far end of the hanger's 

floor. Mark him before the fight begins, because he's 


Eal J'MEEB GUMB: a.5QQ CREDITS 
After triggering the panel on the second 
catwalk in the hangar, walk a little far¬ 
ther and uncover J'MeebGumb, who 
is crouched behind two large cages. 

loil REBB KUUGR: a.SOO CREDITS 
The third bounty is firing a powerful 
green blaster. Exit the hangar r-' 
enter the next room. Find your 
get behind the large cargo car. 

SLRRB LRDO; 3,000 CREDITS^ 


IdbI yol rreebI; a,000 credits 

After fighting your way to the top of the pipe maze, 
enter the door and find the final bounty in the corridor. 
I5ECRETI IN THE CRRBON FREEZE ROOM 
Enter the orange glow of the carbon-freezing chamber 


URRsra ci'i'v 

[dT] looluil brlt a ,000 credits 

There's no telling what LoowiI did to deser 
a price on his head, but he's worth nothing 
alive. He's on the first deck of the building 
across from the landing pad. 

HU MRX RYKO: 3.000 CREDITS 
After methodically making your wa' 
up the red beams, you'll enter a cort. 
dor inhabited by several guards. Max 
will be the third to appear. Quickly 
mark your bounty before engaging 


Once you head outside, you'll 
cross a checkpoint in front of a long 
ramp. Mill is guarding the first deck 


nintendopower.c 













a prison, navigate a jungle, track down the Death 
Stick Factory and somehow retain enough energy 
for the final confrontation with Vosa. Along the 
way, he’ll reencounter is old pal, Meeko, and get 
mixed up with a female bounty hunter. You'll have 
a blast in upcoming levels experimenting with new 

tionary turrets.^ 
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Level 6: Welcome to Mall City, Mr. Anderton 


EFEAT AGENT MOSELEY 


' Precrime i 


















































































Gardens 


To Market, to Market, to Buy 
Some Cool Moves 

ity Report. The most straightforward is the Black Market, ai 
underground network of shady dealers who can get you mos 
anything you want. You can also unlock a number of gam 
play modes and rewards by completing certain tasks, such a 
finishing a level or eliminating a boss character. 


You Have Elected the Way of Pain! 
















RUPID-FIRB 

-(S 












^ HiTinfia 2: siLEfiT nssfissin 
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SmALL Lara. 


( SAVinC tHE WORED 
HEVER^LOOKED tHiS GOOD 

SraootH MOVES, Oeui 3D StVLE, 
Classic CRpFt attitude. 











•* Cr^ Havoc! 

the greatest threat yet. As the game begins, the evil Dark Lum Lord ( Andre) is amassing an 
army and plotdi^ to take over The Heart of die World. As Andre prepares to set die plan in 

ingestion brii^ the evil one’s plan to a screediing halt, it also causes Globox to behave 
rather oddly — dcvdoping a really bad temper and a fondness for intoxicating Plum Juice. 

Raymans mission is twofold: He must find a ’■f-" " . - 

way to remove the Dark Dim Lord foom ^ 

Globoxs stomach and also stop Andre’s plan 


I • Designs on Ragman 


Movin’ on Up 


Rayman has always used an arsenal of cool moves to 
outduel his opponents, and Rayman 3 gives him 
access to many more. In addition to fomiliar fovorites 
like the Flying Fists, Rayman can now snag power- 
ups that grant him new tools. The Vortex Power let 
him fire small tornadoes from his fists, and the Throt¬ 
tle Coptor allows him to fly. Other new 
include the Heavy Metal Fist, the Lock Ja 
Shock Rocket. 


The level design in Rayman 3: Hoodlum Havoc is one of the game’s strongest points. 

Th The designers wanted Rayman to feel like a book—one that readers could go back 
to over and over and keep finding new things. Most of the game’s items arc optional, 
however, so players eager to get on wdth the story can race through a level without 
t having to find every hidden trinket. When asked why they made that decision, 
to Ahmed quipped, “Well, you wouldn’t send Frodo back into the Mines of Moria just 
ito to ^b a few items. We wanted everything to be coherent and fit wdthin the world, 
but not feel like a chore.” 

“We don’t want placers to have to learn by mistake, so 
there are no in^nt deaths if you happen to jump in the 

wrong place." —Benjamin Haddad 




||ometinies musj move o"® 


^msand odd creatures to 


Only the Teensie scientists can safely 
remove the Dark Lum Lord from Giobox's 
ample belly-but they are missing in action. 
Youll sjnd me first half of the game look- 


belp him along the 


“You can now take pictures 
a Meinorj Card. Then jou ce 
tjou are at Rayman.” —Ahmei 


1 and save them to 
• friends how good 


Everyone Loves Extras 


Rayman 3: Hoodlum Havoc is also being released on the PS2 and XBox, bu 
GCN version has a number of extras that won’t be included on tiie other ] 
forms. The reason is simple—Ubi Soft has taken full advantage of the GBA 
GCN linking feature and included tons of cool features. If you link a cop^ 
Rayman 3 for the GBA to Rayman 3 on the GCN, you will unlocJc 10 brand-new 
els in the GBA version. The same process can also be used to unlock new area 
games in the GCN version, including a Whack-a-Mole clone played with frog: 
a fiumy homage to the old Atari game Commando. There are also a number 
of minigames that require one player on the GCN and one on the GBA. The 
one we played had the player with the GCN Controller driving a giant she 
j while the GBA-wielder played a Tetris-like game that constructed the rc 
for the driver. If the GBA player was too slow, his friend could foil to his d< 
The interactive elements are very strong and a lot of fun. 


“We wanted to keep the successful aspects of 
Rayijiian 2. but not ju^ make Rayman 2.S. You’ll see 
a lot of changes." —Ahmed Boukhellfa 


Background and detail were very 
important to the designers. The 
above sketch shows a number of 
ideas for different plani life. 




you'll jump on mushrooms and tree 


we wanted more of it Rayman^ is definitely 
dangerous ifeMS." —Benjamin Haddad 


on the Enemies 


when asked what games influenced the desi^ of Rayman 3, the entire design team 
instantly responded, “Half-life.” (Half-life is a first-person shooter that came out 
on the PC a fewyears ^o.) They explained tiiat although FPS and platform titles pi 

have little in common, they were all very impressed widi die enemy AI (artifiaal 
intelligence) in Half-life. Therefore, every enemy in Rayman 3 has a solo AI that will 
behave dififorently in different situations. Some soldiers are brave or foolhardy and 
will chaise into batde without a second diought. Others are lazy and would rather 
sleep or drink Plum Juice than get into a scuffle. 


is that people could 
1 the bus. and I think 


"We needed to create fun minioai 
play in between classes or white c 
we’ve done that." —Bertrand HeUas 


Faster Than a Ray of Light 














hoodlum Havoc 










Hoodlum.Havoc, 


Years ago, a group of designers had ^ 
dream-they wanted to create a vid^ 
game hero without all those pesk^ arn^ 
and legs. The result was Ra^m|n. and M 
much-foved series is about to get a 21^ 
century boost thanks to the power •of j 
the NintenA) GameCube. Get reaS^for 
the bizarre and fant^tic world f)f 
Rayman 3: Hoodlum Havoc. • ^ 
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FUNrl2]j'jJ^jyr2JL^ 

ciRBare jsbmbb aNn laaaN ra aanaaaM wira aiBjaaN'a aaaaaar fua 
OK* B® B *=ti 

program progress 

Pool Clues 


i on how 


ry this i 


Project FUN’S Gam 

pool program. DigiPool builds off the 

introducing friction. The DigiPool s 
sions use functions instead of st 
machines. Although state machines 
great for visualizing how a program ^ 
work, straight functions are the stan- Pull Back 
dard in C and C++ programming. '' 

the cue ball. 



)er dozens of collisions. 



middle of the rack and cl 
,,e.opoc..hehan. 


=rs. They also employ friction, ability to pick up the cue ball and place 8-Ball Challenge 

op after a while. How long it takes also account for scratches and add a you'll have a game that has similarities 



















Bells Ci Whistles 


Digipool Additions 

Both of our suggested additions to the 
DigiPool game deal with aiming your 
shots. After you complete the Beginner 
sessions, you’ll be able to aim your shots 
by moving a single-dot aiming poi 
around the table with keyboard control: 
One addition adds a line of cue balls ths 


additio 


•ol the ai 


sing then 


Aiming Aid 



the Beginner sessions by adding a graphic element that shows the 
potential path of the cue ball. The graphic is an animated line of 
cue balls that bounces off ihe bumpers a maximum of three times 
and ends when it collides with a pocket or a ball. The first step in 
creating the line is to add an actor and an animation set. Right- 
click the Actors node and add an actor named TRACER. Then 
right-click the TRACER node and add an animation set named 
TRACER. Add a frame to the set, using whiteBalLbmp as your art. 
Give the frame the following collision data: 
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step 3-Create a Function Step 6-Modify StickpN 

The next step is to develop a fhnction that manages the tracer and Open*eSticlJN function Se^^^ 
deletes it if any of several conditions is met. Right-click the Object [ if (ResidedBallPositions!=1Q} 
Functions node under the Behavior branch of the project tree and | { 
create a function called TracerDotFN. Set the function to be used by 

sprites and enter the following code: Add the following under the bracket: 



FUNDAMENTALS 


















step 8—Create Edges 

Now diat your state machine has states, it needs edges. Create an 
edge that points from the Disabled state to the Spawn state and 
another one that points from Spawn to Disabled. Replace the Con¬ 
ditions code in both edges widi: 


turn pKeyboard->lsTriggered (DIK_A); 


Mouse Moves 

Modify DirectionpointerpIVl 

After you complete the Beginner sessions, your game v, 
shot-aiming method that requires the player to press the 
Right arrows on the keyboard to make the direction point 
around the table. Aiming can take q ' 
pointer is always on the edge of the table, it's not entirely ■< 
By making a simple modification to the DirectionPointerl 
, instead of the keyboard, con 


return InPlay; 

code. It should be near the top of the function: 

code with: 


iflpKeyboard->lsPressedlDIK _ RIGHTI 
&&(pKeyboard->lsPressedlDIK_RSHIFT) 
||pKeyboard->lsPressed(DIK_LSHIFTIII 


II pKevboard'>lsTriggered (DIK.Z); 


turn pKeyboard->lsTriggered {DIK_A); 


Step 9—Assign Behavior 

The last step in implementing the new state machin 
to the level. Right-click the Level_i node and open the properties, 
then assign the TracerSM state machine to the level’s behavior. 


Step lO—Create a qiobal Variable 

The TracerSM state machine will use a global variable called After the 
TracerSpawnCount to keep track of the number of active trace 
Create a global variable and give it the following properties: 


Step 11—Save, Compile and Run 

After you’ve made all of the changes, save your progress then com¬ 
pile and run the game. When you press the A key, several objects 
that look like the cue ball will spawn into a line that bounces off the 
bumpers. You’ll find that aiming your shots, particularly bank 
shots, is easier and your shots will therefore be more accurate. 
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▼ INSTANT REPLAY 


T SHINY SHOVEL 





























T ADVANCED ADVENTURES 


THE STAR FOX ADVENTURES STRATEGY COVERAGE CONTINUES. 

Ocean Force Point Temple and the Walled City. This month, 
we'll help you place the third SpellStone in Volcano Force 
Point Temple then venture on to Dragon Rock. 

VOLCANO FORCE POINT TEMPLE REVISITED 

With the SpellStone that you collected from the Walled City in 
hand, you will return to Volcano Force Point Temple in Moon 
Mountain Pass. The opening sections will be exactly as you left 
them. Afteryou enter the temple proper, run through some famil¬ 
iar areas and take an elevator down to the temple's depths, you’ll 
reach an area where you can place the SpellStone in a large, round 
platform. A new passage will open on the fer side of a lava moat. 
Once you enter the passage and take an elevator up to a new sec¬ 
tion, you'll climb up to a circular ledge where you’ll find four col¬ 
ored flames. Extinguish the blue flame first, then the green, red 
and yellow flames, in that order. Once die last flame is out, a por¬ 
tal to the next area will open. 

Afteryou deal with a pair of SharpClaw guards and solve a sim¬ 
ple pressure-plate puzzle, you’ll reach a room that has three orbs 
and a changing-color flame diat emanates from a platform in the 
middle of a la^^ pool. Tell Tricky to stay on die room's pressure 
plate to make the platform move back and forth. Then line up 
shots that go through the flame to hit the orbs when the flame’s 
color matches the orb’s. After you light die orb, the door will open. 

Next, you’ll reach a warp pad that takes you to the center of the 
temple. Put the SpellStone in its place, then leave the temple and 
return to ThomTail Hollow. After you defeat a band of flying crea¬ 
tures in the hollow, you’ll earn a Large Scarab Bag, which will give 
you the capacity to hold enough Scarabs to purchase the most 
expensive item in the store—the SnowHom Artifaa. 



After the temple path branches into new territory, climb up and extinguish 
blue, green, red and yellow torches (in order) to open a portal. 



SNOWHORN WASTES 

Once you can afford the SnowHom Artifoct, purchase it at the 
ThomTail Smre, then leave for SnowHom Wastes. If you’ve spo¬ 
ken to the gray SnowHom on die far side of an icy pond, you know 
that he has lost a special item. It’s die artiftet. Return the item to 
its owner. To thank you, the SnowHom will tri^er an obstacle 
course that will lead to a warp pad in a cave. After you play die horn 
on a Dinosaur Horn I^d, melt the ice wall behind him and mn to 
the next Dinosaur Horn Pad. Play the horn on that pad to make 

knock over a tree by defeating the aeature inside and use the tree 
as a bridge to get to the other side of die river. You’ll find the sec¬ 
ond pad nearby. Play the horn there to make another pad emeige. 
Continue playing the horn on pads imtil you have opened the 
entrance to a cave near the water. Inside, you’ll find a warp pad that 
will take you to the Krazoa Test of Strength. 



Give the SnowHom Artifact to the gray SnowHom. He'll start a timer and 
point you in the direction of a Dinosaur Horn Pad obstacle course. 


KRAZOA TEST OF STRENGTH 

Three simple puzzles, each involving exploding barrels, await 
you in the shrine. You’ll carry one barrel along a zigzagging 
path, send another barrel floating over water while you shut 
off flame jets and throw the third barrel over a barrier to make 
it crash through a weak wall. Finally, the shrine’s spirit will 
challenge you to a test of strength similar to the one in Light- 
Foot Village. Use your rapid button-pressing skill to push a 

THORNTAIL HOLLOW 

When you return to 'ThomTail Hollow, the WarpStone will tell 
you to talk to the ThomTail who rarely speaks. You’ll find the 
dinosaur near the ancient well. He wiU tell you a brief story then 
open the space gate to Dragon Rock. 
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TIPS 


DRAGON ROCK—CUT OFF THE POWER 

Dragon Rock is a sprawling desert with large buildings that 
have strong defenses. With the EarthWalker s help, you can cut 
the power and infiltrate the complex. As soon as you land on 
the rock, scan the landscape, look for a tall tower and run 
toward it. Climb a ladder to a boarded-up opening, then walk 
along the tower's ledge until you find a Fuel Barrel. Set the bar¬ 
rel on a barrel-shaped pad and activate a device that will carry 
the barrel over a wall, to the wooden barrier. As the barrel floats 
over the path, run ahead of it and stand on pads to temporarily 
turn off flame jets that could make the barrel explode. By toss¬ 
ing the barrel into the wooden barrier, you’ll gain access to a 
laige, round room that is proteaed by a rotating flame jet. 
Avoid the flame and look for a small alcove. There, you'll find a 

Rock fell. Climb down from the tower and look for a small 

EarthWalkers are large, powerful and fest. After you mount the 
massive animal, you’ll be able to ride across Dragon Rock’s wide 
expanse in style. Look for rock formations and rock walls that 
reveal green light through cracks, then use the EarthWalker to 
break through the cracks and destroy power generators. After you 
break all four generators, the force fields surrounding the robots 
that hover over die area will disappear. Fire on the robots to make 
them fall from the sl^. 



By hitting a switch on the tower, you'll free an EarthWalker to the south. 
Ride the EarthWalker and smash four power generators. 


DRAGON ROCK—FREE A CLOUDRUNNER 

You’ll find a captive CloudRunner inside the building in the 
southeast comer of Dragon Rock. Before you can free the flying 
dinosaur, you must transport a Fuel Barrel to a weak barrier. Place 
a barrel on the barrel-shaped pad and have Tricl^ stay on another 
pad to trigger a barrel-carrying device. The device will pick up the 
barrel and carry it across a path that is blocked by three flame jets. 
As die barrel moves, fire on switches to shut off die flame jets tem¬ 
porarily. Then, when the device drops the barrel, climb up to the 
eqslosive and toss it across a series of three wind tunnels. Flame 
jets protect the wind tunnels. Wait for the jets to stop firing, then 
toss die barrel. Use die barrel to break throi^ the barrier at die 
end of the path, then hit a switch to make the CloudRunner's cage 
move back and forth. Drop to the cage’s level and tell Tricl^^ to fire 
flames into a nearby frimace. The fire will shoot out of a vent and 
bum through die rope diat holds up die cage. After the cage 
drops, it will open and the CloudRunner will be free. 




DRAGON ROCK—SAVE THE HIGH TOP 

After the hovering robots are gone, return to the tower and enter 
an opening at ground level to discover a huge High Top that is 
restrained by four electric cords. Blast switches at each cord's 
source to free the beast, then take a ride and fight off swarms of 
missiles. When die ride is over, you’ll access a new area. 


After you breakthrough 
make the CloudRunner's 


a barrier with the barrel, you'll hit a switch to 
cage move. Cut the cage's rope with Tricky's flame. 


DRAGON ROCK—DOSS DRAKOR 

You’ll blast four spires from the CloudRunner's back, then take on 
Boss Drakor. Hit the beast with multiple blasts, avoid his shots 
and hit power-up boxes to trigger energy-replenishing rings. 
























































CODE 


▼ TRAINING TRICK CODE 

STOP TRAINING AT THE RIGHT TIME TO BECOME INVINCIBLE. 

Training Mode shows you how to control all three versions of your 
versatile Veritech. If you know when to quit training, you can make 
your character invincible in Story Mode. Select jet fighter training 
(the third training option) and defeat the first two drone filters. 
Then quit Training Mode and start the story. Enemy Battloids will 
fire at you, but you won't take any damage from their attacks. 



Enter jet fighter training and defeat the first two drones. Then quit training 
and enter Story Mode. 



▼ COME GET SOME CHEATS CODE 

USE A CODE TO SKIP LEVELS, GET ALL WEAPONS AND EARN INFINITE AMMO. 

Duke Nukem delivers thrills and cheats on the GBA. You can 
skip to the best parts of the game and give yourself an unfeir 

the game and press and hold L. Then press Left, Up, A, Up, Left, 
A, Start and Select. The Cheats menu will appear, giving you a 
full selection of weapons, a level select and the options to tog¬ 
gle on unlimited ammo, God Mode and no clipping. The God 
Mode option makes you invincible. The no clipping option 
relates to the way that the 3-D graphics are displayed. 




▼ DOUBLE THE DRIVERS 

UNLOCK A FIELD OF FANTASY DRIVERS AND THEIR CARS. 

NASCAR Thunder 2003 starts with a large selection of drivers, 
and you can make the field even larger with a simple trick. Enter 
the Create-a-Car option in the Features menu, then create a 
driver with the first name “Extra” and last name “Drivers.” 
After you submit the name and continue to the next category, 
you’ll discover that you have unlocked a new Thunder Plate—the 
Fantasy Drivers Complete Set. Back out of the Create-a-Driver 
interfece by pressing the B Button several times then selea one of 
tibe racing options. As you scroll throi^ the list of available driv¬ 
ers, you'll see that the list has ejqianded to include more than 40 
additional drivers (none of them NASCAR pros). Each driver has 
a customized car. 



Create a driver with the name "Extra Drivers" to unlock a new Thunder 
Plate and a list of fantasy drivers. 



▼ SPYRO SURPLUS CODE 

GIVE SPYRO INFINITE LIVES BY KEYING IN A TITLE-SCREEN CODE. 
Normally, you have only five chances to save the fireflies from the 
Rhynocs before your game is over. By entering a code at the title 
screen, you U have an unlimited number of chances to succeed. Press 
Left, Right, Left, Right, Right, Right, Up, Down then B. A soimd 
effert will confirm correa code entry. When you start playing, Spyro 
has five lives, but he never loses any, even if you fell off an edge and 
start again at the beginning of the current levdi. 
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Cl SPECIAL REPORT 


SHOW YOUR CREOENTIALS 



Put on the gang disguise before you reach the Pool Shack's check-in win¬ 
dow. When you show the attendant the card you took in the music store, 
he'll let you pass. Draw your weapon before stepping into the pool hall. The 
punk who collapses in a slow-motion cinema scene has the keys to the 
Chinese Cinema. Grab the keys and step behind the bar to get the Med Kit. 


GO TO THE CINEMA 



Outside, blast the three thugs in the parking lot and the guys who jump out 
to shoot at you on the sidewalk. Either shoot the thugs in the ditch or 
dump a load of beams on them. Jump the ditch, then have a shoot-out with 
six gang members in front of the cinema. Inside, the show's about to start. 


T BRING THE HOUSE DOWN 

THE CHINESE CINEMA 

Your pursuit of justice takes you to the Chinese Cinema, where 
many gang members are waiting for the curtain to come down 
on your career. As always, pick up ammo and weapons and look 
for Med Kits as you go. 


NO REFRESHMENTS FOR YOU 



Before heading into the main auditorium, go upstairs to eliminate several 
enemies. Check the restrooms to flush out a couple of bad guys who are 
taking a break. 


A GOOD SEAT IS HARD TO FIND 



T WEAPONS AND ITEMS 


WEAPONS LIST ITEMS LIST 




Shoot the right side of the Galaxy III 
banner at the back of the theater. 

One end of the banner will fail to the 
ground. Climb the banner and prepare 
to shoot two gunmen when you reach 
the top. Take the exit to the right and 
blast the duo that steps out of the 
side door. Follow the hallway beyond 
the door to the next confrontation. 
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HELP FROM THE HOMELESS 



The second part of the chapter begins after you hear Frontier and Von 


The second part of the chapter be 


While you're in the projection 
activate the organ's 
switch. After that, hustle 


Push the button on the organ's left side and jump onto the organ platform. 
The platform and organ will rise to stage level. Go behind the screen, pick 
up the Med Kit and look for the dark panel on the back wall. Shoot the two 


The secret door behind the stage leads to the cellar. Dispatch the three 
enemies in the reel-storage roorn. Continue down a hall. The door at the 

▼ RATS IN THE SUBWAY 





















Cl: SPECIAL REPORT 


GRAB THE LAPTOP AND PAINTING 



Your objectives are to collect two pieces of the stolen painting and a lap¬ 
top used by the mercenaries. When you reach the round room that's under 
construction, go to the left door. Shoot the guard and talk to Frontier on 
the laptop, then grab the computer and a nearby painting piece. 


FREE THE SUBWAY WORKERS 



Leave the computer room and head left. Shoot the mercenaries and talk to 
the freed hostages, then try to start the generator. Return to the room 
just outside the computer room and retrieve the ignition key from the blue 
toolbox. Go back to the generator and turn it on. 


HEAVY CONSTRUCTION 



--d armed guards hide in the darkness. 

Don the night vision goggles. From the first junction that has three doors, 
go forward, left, forward, forward, right and forward. You'll reach a room 


SHUT DOWN THE WATERWORKS 



▼ THE POLICE GO TO WAR 

CENTURY CITY POLICE DEPARTMENT 

You face a long, three-part chapter when you return to the Cen¬ 
tury City Police Department. The terrorists are battling your 
cohorts, holding some of them hostage and shooting others. As 
usual, you are the only hope. And Lucy is inside. 


T WEAPONS AND ITEMS 


ITEMS LIST 



PARKING GARAGE NIGHTMARE 



Begin in Action Mode. 
Shoot the terrorists 
and take their 
weapons, including 
the proximity mines. 
Look for a red light and 

will warn you of an 

Use the walls, 
columns and patrol 

the terrorists. 


AN ELEVATOR SURPRISE 


A STEALTH OPTION 


Instead of walking down the 
ramp to meet the second group 
of terrorists, surprise them by 
taking the elevator. When the 
doors open, pump the enemies 
full of lead from your dual subma- 


Stealth won't work with the first 

O of terrorists. You can use 
th Mode to arrest the sec¬ 
ond group of terrorists, but your 
main objective is to grab the 

the security office. 
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Keep up-to-date «t www.animal-erosging.eom ^ A Februaiy 


Will Winter Cast a Shadow on Groundhog Day? 


A big question pops up on February 
2nd every year: When the groundhog 
shakes off slumber and noses out of 
hiding, will he see his shadow? Legend 
says that if he does, we’ll have six more 
weeks of winter. As usual, crowds will flock 
to the wishing well between 7 and 8 a.m. to 
witness the prediction. Since Tortimer can 
never scare up a groundhog for February 
2nd, the day raises a second huge question: 
^J^owillthemayo„opeintodoi„gthegig 
this year? 



mm 


Villager Always Has Spring in Her Step 

Some kvetch if we get more winter, but 
Bloomy from Gardenia looks forward to 
February 2nd no matter what happens. The 
secret to her sunny ■ 


entire house with 
flower models and 
keep it green all 
year long! And my 
collection gets big¬ 
ger every year!” 




Turning Megaprofits with Turnips 

Buy low, sell high! We've dabbled in the turnip trade and have dug 
up a few tips on how to beat the system. When the turnip peddler, 

Joan, visits your town on Sunday morning, ask what her selling 
price is. If it's low, buy a truckload of turnips. If her price is high, 
don't buy any. If it's in the middle, decide whether to take the risk. 

If you buy, check Nook’s buying price every day. If he offers a high 
price, sell on that day. If he doesn’t, wait another day; he might 
offer more—or less. But sell before Sunday, because your turnips 
will spoil and become worthless on that day! 

Homeowner Sees Tortimer to Hand Off 
Fortune in Furniture Lighthouse Duty 

Animals gossip about feng shui, but is In the early part of every year, our trusty 
the furniture philosophy truly lucky? mayor takes a break from the local zoo 
YoungKay from FlungBay is a believer, and crew. As usual, he’ll need someone to turn 
she spilled her know-how: “I swear by plac- on the lighthouse beam every day 
ing orange furniture on the north side of for the week he’s gone. If he approaches 
my house. My luck has gone straight you with the heavy responsibility, volun- 
through the roof!” teer for duty! 


WINTER CHIU. HAVE YOU PEELIN’ ILL? 

EicQpefo ' 

lAMIMAL ISLAND^ 


Joan's a sweet sow, 
but she kn— 
business. I 
own risk. 


Nice Tod ^ ^ f^ofhots! _ 

See Km'Kstlkdockfo/iMI 


Eg'aW 


ng shui principles at work. You can 
I the lucky vibes changing her world! 


I THE CROSSING GUARDIAN 
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‘...one of th^^ei 
involving RPGs 







The highly anticipated Pokemon Ruby and Pokemon Sapphire for the 
Game BoyAdvance will launch in North America on March 17th. In 
i this month’s Pokecenter, we’ll unveil new information about the 
i new games’ coolest features, including some of the new 

Pokemon. Read on to get the inside scoop! J 


"Far from the familiar shores of Johto and Kanto lies Hn'enn—a dis- Zone to search for some elusive Pok^Smond^okemon Ruby and Sap- 
tant region where a new Pokemon adventure imfolds. Hoenn is a phire will appeal equally to new and seasoned Pokefrns with an 
land of vastly ranging climates and landscapes, brimming with exciting new story line, fun features and, of course, new Pokemon! 
secrets and undiscovered Pokemon. From steep mountainous crags The games’ graphics engines bring the new Pokemon world to life 
to the depths of the ocean floor, your search for new Pokemon and with amazing detail and vibrancy. Long-time fans will be happy to 
Trainers will take you to every comer of Hoenn. You’ll meet new. see that many femiliar features,- such as the PC and the Pokedex^ 
friends and adversaries, ^d every encounter will hone your skills as have returned, but they’ve been.fevamped with a new Ibok and new 
a budding Pokemoh^rainer. There arei5'cities to explore and eight options. Segin your adventure as a boy or a girl, and stnke out into 
challenging Pokemo^ Gyms^ft).-friaster. With your trusty Pokedex Hoenfi as the future Pokemon Champion. What will you do vdth 
and Pokenav and your fe-vorit^ Pokemon team at your side, you’ll your ncwJ]fe in^Hoenn? Will you scour the land for every last Poke^ 
battle up the ranks to become the champion of the Hoenn Pokemon mon,.unwilling to rest tthtil your Pokedec is complete? Of will you 
League. Take a break from your training to enter various Pokemon focus more on battling your Pokemon and becoming unbeatable? 
Contests, create Pokeblocks for your Pokemon, and visit the Safari The choices are endless, and the decisions are up to you! 


We’re developing a device for talking 


IJildZIGZflGOOtl 

mu ' 





















The large moving truck bumps down .the road—boxes shifting a 
your head is filled with thoughts ofyour new life; Your family is mov 
ing to Littleroot Town to be close to your father^ Pokemon Gym i 


few towns over. With its quaint setting and 
friendly folk, Litderoot Town will be a perfea i 
ing place for your grand Pokemon adventure. 


Meet Your RSifol 

Litderoot Towns premier Pokemon scientist, Professor Birch has a 
child around the same age as your character. That child will become 
a friendly rival throi^out your adventures. Visit Professor Birchs 
home and lookufsmirs to meetyour rh^ for the first time. 


I.„ I heard about yoii SETH, from 
my dad,PROF. BIRCH., 


needs help, 


IpROF.BIRCH is in trouble! 

I Release a POKHCH and rescue hia 


[in fact, there are many, many 
[secrets surrounding PQKeHON.mi 
















STARTING POKeMON 

Professor Birch has three Poke Balls that you must choose from at Choose carefully—your rival will choose one of the other two, and 
the beginning of Pokemon Ruby and Sapphire. Each Poke Ball youwillnotseethetiireespecialPokemonanywhereelseinHoenn. 
holds a special Pokemon that will become your starting Pokemon. Below is a sneak peck at the three starting Pokemon. 



















































w level of strategy to 


FRESH NEW POKe-BATTLES 

Pokemon battles have never been as exciting as they are in With dual-type Pokemon and the two-on-tv 
Pokemon Ruby and Pok^on Sapphire. With amazing new battle battles you'll encounter, it takes a whole r 

animations for many moves, new Trainers, new Gym Leaders and win. You and one or three friends can also connect your Pokemon 
the new two-on-two battles, the action is intense! If you thought Ruby and Sapphire Game Paks and battle via a Link Cable. Check 
you knew all there was to Pokemon battle strategy, think again, out the multiplayer info on page 103 for more details. 

Battle t-on-t 

swandoldmovcs classic,i-on-i battles have been spiced up with new graphics, 
ns that showcase the power of the GRA. The Challenge another Trainer, a wild Pokemon, or a friend! The i-on-i 
backgrounds that appear during battles are also new and feature bat- battles are similar to those in past Pokemon games, but are 

.... , . -U- 


New Battle Animations 

th new Pokemon 



Battle S-on-B 

w feature in Pokemon Ruby and Sapphire ij 
2s. Link up with three friends to batde in tea 
^el through Hoei 


Trainers & Gym Leaders 

ugcatchers to beauties, the Pokemon Trainers and Gym Lead- 
a’U encounter all have new, enhanced models. Battle 
and Gym Leaders as you challenge your 


become the champion 
>f die Hoenn Pokemon 


|L0TflD 

two-on-two batdes take 


piliirgM^ ; .,<1 POKe'HON RUN 

one-on-one battles. Do - 
you think you're up to 
the chailengeT’ **• 





























































Hoenn is a colorful and deverse region, 
rolling hills. By traveling along the rout< 
you'll encounter wild Pokemon and Poke 
ally use the same types of Pok^on four 


travel in Hoenn is by foot, bicycle or be 
allow Pokemon Trainers to travel diffei 
will be unreachable without the correci 
the Pokenav, use the map feature to gu 


Every town's culture reflects the 
larKi around It. From port towns to 
mountain enclaves to a village in the 
trees-each place is unique and holds 
its own secrets. Always speak to 
the townsfolk to learn about an 
area's points of interest and find out 


OLmLETOWN 


























































QQJOL HEWjajXMJEFMATURESl 


n a streamlin^ new Pokedex to a pers 
•et Base, Pokemon Ruby and Sapphire b 
game features. Being a Pokemon Train 
i! The creators of Pokemon Ruby an< 


nal hideout called a develop a game that both new and experienced Pokemon fans 
ast a bunch of great would love, and they went all out! We won't reveal every fun fea- 
:r has never been so ture in this issue, but read on to find out more about three of the 



INfElV POKEDEX 

The new Pokedex, created by the prestigious Devon Company, is a gift from Professor Birch. The Pokedex is 
every Pokemon Trainer’s best friend—aside from his or her Pokemon, of course. The compact electronic device 
is the ultimate Pokemon encyclopedia and organizer in one. View every detail of the Pokemon you’ve captured, 
from their types to their moves to their natures—it’s all at your fingertips! Don’t leave home without it. 






POK^NAV 

The Pokenav is also created by the masterminds at Devon Company, and the president of Devon Company will, 
give it to you after you help him out of a particularly important dilemma. The Pokenav helps Pok^on Trainers 
navigate while traveling the land in'Search of Pokemon. The handy Pokenav features a detailed map of Hoenn,-. 
personal info on any I^kemon Timners you’ve battled, and a stafe^of-the-art Pokemon-tracldng system. 
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PLAYER'S POLL SWEEPSTAKES 
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RESPono TO THE summons 

summoning spells are the great granddaddies of magical abilities. With them, Maia can 
iform into a powerful beast that can deal damage far beyond that of any other spell or 
2. There are 12 summoning spells, and many of 


FIGHTinG FOR THE QUEER 


:ct your attacks from a menu but instead wade into 
of magic and steel. If you delay, enemies will swar 
;apons, magic spells and Summoner transforma- 
to learn and find. You also have fiill camera 
)l during battles, which helps you catch thugs 
leaking up from the sides. While you control one 
character, your other party members will attack on 
n. You can order computer-controlled 
party members to strike hard, hang back or use 
heal others. 


real time, which means you 
you. There are hundreds of 


locking and defensive maneuvers play a small 
..ut vital role in the world of Summoner. In a 
refreshing twist, you begin the game with a 
number of skills, which gives you some room for 
-ror in the early going. 












mAKinC THE GRADE 

As you fight through the game, you'll earn experience points that you can distribute among 
your skills. By doing so, you can customize a team in almost limitless ways and have full 
control over your characters’ development. For example, although it makes sense to 
improve Sangaril's poison-making and sneaking abilities because she's an assassin, you 
can instead make her a healer and bulk up her sword-fighting skills. More abilities and 
awesome spells will become available as you reach the higher levels. 


On the Level 


The Wise Leaden 


t enjoyable pa 

... .j speaking wit 

the locals. There are hundreds 
nonplayer characters in the game, 
and many of them have problems. 
If you help out a poor member of 
your kingdom (by giving him gold 
to heal a sick family member, for 
example! your leadership will 


Gamers who played the original Summon' 
somewhat clunky "chain attack” combat 
Goddess Reborn, a combo system replaces the chain ati 
tap the attack button two or three times in ra 
deal more damage and use special attacks. 


GAmE REBORH 


Dungeon-crawlers are all the rage on the GCN, and Summoner: 
A Goddess Reborn is a fine addition to the list. The game has 
fantastic replay value (did we mention the 200+ missions ... 
wow), totally customizable characters, a strong story line and 
plenty of nonstop action. It's not a strictly traditional RPG, but 
it's a very well-constructed blend of styles that should satisfy 
RPG and adventure fens alike. 
















ROBOTIC OPERATinC BUDDY 

Your copilot and best friend is the G-COM, which is short 
for Gun Vehicle Control Module. (We know—there's no V in 
G-COM ... it's just another Natsume oddity.) The G-COM 
can give you hints, help out with car repair and keep you 
company during long car rides. 


Your mom isn't happy about your entering the 
rough-and-tumble world of car battling, but 
she knows that it's in your blood. 


A PROUD TRADITIOn 

Car battling is the most popular sport in the land 
of Galacia. You are Joe, a young man who yearns 
to be the world's best car battler. Your fether, Jim 
Todoroki, was once the best, but he disappeared 
long ago. Your journey to the top of the car bat¬ 
tling ranks takes on extra importance as you 
search for your long-lost dad. 


you must pick up a pack- 


down view in which vbu try to run 
into other autos or damage them 


Fight for Your Rights 
























DRIVmG miss CRAZY 

Some car battles are solo affairs, but most pit you against a host of foes. After 
you eliminate an enemy car, check out the wreckage to see if you can salvage 
some parts. You can sell the parts to finance new gear for your car. 


GREASE mOnKEYS 

Unlike many RPGs, character development in Car Battler Joe 
doesn’t rely on ejqierience points. Instead, upgraded stats come 
in the form of more money and better parts that you can use to 
improve your car. As your car grows more formidable, you’ll be 
able to tackle harder missions. 

Off da Hook 

Sometimes, you'll find an item in 
the wilderness that you just have 
to take home. You'll need to carry 
most big items on a hook mount¬ 
ed to the trunk of your car. Vbu 

hook at a time. If you see some- 


FOUR on THE FLOOR 


If you need a break from Joe’s hectic quest to become the world’s 
best, take a friend to town in a multiplayer battle. Up to four 
players can compete in the Battle League, where you use your 
custom car and fight to the bitter end. You'll need a GBA and a 
Game Pak for each player. 


THE BATTLE BEGinS 

Car Batder Joe is a well-made, 
that will appeal to 
genre. The list of missions is 
long, the car upgrade possibilities 
are vast, and the dialogue is fun and 
fresh. If Car Batder Joe sounds like a 
game for you, you may want to head out 
and track a copy down. As we said, Nat- 
sume games are quite popular, and they tend 
to sell out quickly. Do it for Jim Todorold! 


The Need for Speed 


Once you find or purchase upgrad¬ 
ed parts for all three areas, you'll 


Once your mom gets over the shock of your car- 
battling dream, she'll be quite helpful. In addition to 
letting you use her garage, she'll upgrade the space 
if you bring her certain items. Once the garage 
reaches a specific size, your mom will build a travel¬ 
ing garage that can follow you from town to town. 
Now that's lovel 


gar aye ail 
I house to 





















Embark upon an epic journey in 
Sega's Skies of Arcacia Legends for 
the Nintendo GameCube. Vyse, the 
son of a f^ous Air Pirate, spent his 
childhood learning from his felher 
and listening to grand tales of adven¬ 
ture. The time has come far him to 
forge his own legend in Arcadia. You’ll 
operate under die Blue Rogue code: Live 
for a purpose, let nothing defeat you and 
always fight for your friends. 


H RAIDA VALUANARMADA SHIP 

For Blue Rogues, litde beats the chance to raid a Valuan Armada flagship—espe 
cially when it belongs to a Valuan admiral as pompous and corrupt as Alfonso. Bj 
tie your way through the Valuan soldier crew to reach Alfonso in the docking bay. 
Don’t forget to raid any treasure chests you find along the way! 

Meet Fina 


Back aboard the Albatross, you'll meet 
with the mysterious girl you saved and 
learn that her name is Rna. Respond to 
her correctly to raise your Swash¬ 
buckler Rating for the first time, 
q;) That’s a Great Name! 
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VYSE 

AIKA 

FINA 

DRACHMA 



LUNAR BLESSING© 

tackle® 

ALREADY WaIlABL^ 



MOONBERRIES: 1 SP: 10 





MOONBERRIES: 1 SP;1 

MOONBERRIES; 1 SP: 2 

MOONBERRIES: 1 SP:3 

MOONBERRIES; 2 SP: 0 




HAND OF FATE 

n,ngMestora,ndownuponallh,s 





live bVrier for one turn and renTen-'' 

LUNAR WINDS^ ^ ^ 

Sk for the red Air Pirate icon to 


fresTKrMP ^ 

MOONBERRIES: 2 SP:10 

MOONBERRIES: 2 SP; 6 


SSsS" 

MOONBERRIES: 4 SP:21 

MOONBERRIES; 4 SP;12 




m PIRATE ISLE 






SiSiSS 

treasure chest on a ledgk 
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RED 
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any nearby eLmies. 

ss? 

ss. 

™raraTo“sed 


Impales one enemy 




QArmiM a — ^rr 

explosive blast of tire. 

inggrea,d“a™ge: 

S^y^n^ref'' ' 

£j,caus5.maior 

m%?hancTofSing, 

SACRUM® SP:8 

PYRUM SP:6 

HrSS,- 

ii=- 




SACRULEN SP:6 

S=P- 

Imtrfm - csrr 


ter around one enemy, 
nearbrenOTL" 

poweJulliS^ 

Sttw^norZk 

Esdr 

NOXUS SP:6 

INCREM SP:4 

•Sir' 

PANIKA SP:3 

ssr 


I 

used at the opening of 
lengthybattl'es. 

SSr' 



5*“' 



M SHRINE ISLAND 



Se^iCrpIndltotm 

ESSSEIe. 


'items TO COLLECT:' 

Look foratreasure chest to the 

the shrirlSlree 

SSSSP^^ 
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what Happened? 

Go underground to Dyne's office and talk to 
your mother. \bur father, along with his 
crew and Fina, have been taken to Valua as 
Lord Glacian's prisoners. Return to the 
dock above ground and board your ship. It's 

Try to Save Everyone! 


M RETURN HOME, TO PIRATE ISLE 


Vyse and Aika return to Pirate 
Isle to find their home 
reduced to rubble. Fina has 
been kidnapped by Lord 
Glacian, and all the men have 
been imprisoned. The women 
and children have retreated 
below ground for safety. 


Place, find Drachma and tell him: 
agree to give you a lift to Valua, v 


















































B VALUA: THE GRAND FORTRESS 


off the Nasr merchant to receive the Valuan 
Passport. Sail back to Sailors Island to collect 


up at the inn and upgrade your goods at the 
shops. Leave Sailors Island and sail north to 
Valua. Hand over your Valuan I^sport to the 
patrol ship to pass throi^ the armored gate. 



B VALUAS LOWER CITY 



e plan for the following day. 


Cp Let's Sneak into the Coliseum! 
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As Vyse.Aika and Drachm ___ 

they'll notice someone spying on them from above. Chase down the 
spy by jumping from rooftop to rooftop. When you catch the spy, 
you'll find out that it's Marco—the kid you spoke to earlier. Marco 
will tell you about the catacombs beneath the city. Vbu'll use the 
catacombs to reach the cr'=-.*-=- 


The capital of Valua is split into two areas—Upper City and Lower City. Vyse, Aika and Drachma 
first enter Lower City—the dark, impoverished part of the capital. Drachma will leave to work on 
getting a Harpoon Cannon as soon as you land. Stock up at the weapon shop and item shop, then 
walk around the city until you find a transport that leads to another section of Lower City. 


City 




























m THE CATACOMBS 


The catacombs beneath Valua have turned into a monstei^infested sewer system where few dare to travel. 
Vyse, Aila and Drachma must travel throi^ the catacombs to reach the coliseum before their friends and 
femily are executed. The catacombs are a great place to level up your party. Try to get and Aika up to 
Level lO and arrange your Moon Stones xo learn powerful spells like Sacres and Pyres. 



_ :er. Have Vyse use C 

Drachma use Tackle, and Aika Focus and 
heal. Watch out for Bleigock's Frost 
Breath and powerful Poisonous Bile.. 
Once you've defeated BleigodCsava 
your game and climb up the ladder 


ITEMS TO COLLECT: 

A few detours off the cetacombs' 
main path lead to treasure chests. 
Be sure to equip the Assassin 
Blade and Heavy Armor when you 


PYRI BOX 
3 CURIA CRYSTALS 
ASSASSIN BLADE 
HEAVY ARMOR 

BATTLE REWARD: 

VIDAL SEED 

Defeat Bleigock for the Vidal Seed. 


MTHE COLISEUM 


Vyse exits the catacombs only to appear in 
the center of the coliseum, vhere Dyne 
and company are seconds away from 
being executed. Rescue everyone, then 
batde The Executioner and his guards. 


BATTLE THE EXECUTIONER 



_0 they won't 

cast arty helpful spells on the 
Executioner. Use Super Moves 
such as Cutlass Fury and Tackle 
for big hits. Watch out for his 
Tackleand Sonic Wave attacks. 


H ESCAPE INTO THE CATACOMBS 


Blue Rogues are no covrards, but they know when it's time to retreat. Escape into the catacombs. Marco will 
showyou a secret passage where the other Blue Rogues are hiding. Talk to your fether to find out that Fina 
has been talan to the imperial palace. Drachma leaves your party and takes die freed Blue Rogues to the Lit¬ 
tle Jack. It's time to save Fina, but it'll be no simple task breaching Valua’s security. 

Cp We Have to Go Save Final 


ITEMS TO COLLECT: 


H VALUAS UPPER CITY 


Valua’s Upper City shines with wealth and culture unimaginable to those i 
de of interest to Vyse and friends there, as the citizens are more conceme 
than anything else. When you reach the bridge in the center of town, yo 
onto a rail car en route to the imperial palace. Jump on before it’s too late 


n Lower City. There is lit- 
d with their social stature 
u'll see Fina being forced 


BATTLE REWARDS: 
10 MAGIC DROPLETS 
Defeat the Royal Guards. 




Drachma to the R^cueJ 
After you ve defeated the two Royal 
Guards and are about to make your 
escape with Fina, Lord Glacian will 
enter the rail car. Luckily, Drachma and 


ingyoutim 
a;) Neve 
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H THE VALUAN GRAND FORTRESS 


Your only chance to escape Valua is by exit¬ 
ing through the Grand Fortress. As the Lit¬ 
tle Jack approaches the Grand Fortress, the 
gate will start to close and Valuan Cruisers 
will attempt to block you in. Dispose of die 
Valuan Cruiser before you’re trapped! 


Defeat the Valuan Cruiser 


BATTLE A VALUAN CRUISER 



stands in your way. It's time to 
test your new Harpoon 

Cannon, and what a fitting 
guinea pig. Guard and Focus to 
raise your Spirit Points. When 
a turn that allows you to use 
the Harpoon Cannon comes 
around, fire it to eliminate the 
Valuan Cruiser with one shot 


H REGROUP AT PIRATE ISLE 


Return to Pirate Isle. Fina will finally 
tell you about herself and the mission 
she's on. Fina has been instruaed to 
recover six ancient Moon Crysals 
before Valua finds them and uses them 
to dominate the world. If you agree to 
help Fina find the Moon Crystals, 
she'll join your party. 

(p Leave Everything to Us! 


MEETCUPIL 



ichangeshapes-andF..._ 
—luseCupilasaweaponin 
battle.'itru can upgrade Cu-" 
byfeedingitCharis.Then... 
Chams you feed Cupil, the 
stronger a weapon it will be. 


ITEMS TO COLLECT: 

MOONFISH 

Go to the village dock. 

CHAM 


SILVER MOON STONE 


THE SIX MOON STONE COLORS 


Once you possess all of the Moon Stones, start 
thinking about assigning the best Moon Stones 
for each battle. Check the game's artwork border 
for each enemy, then check this chart before 
deciding what color to assign your weapon. Take 
advantage of innate weaknesses. 


AFFILIATED WITH 


WEAK AGAINST 


STRONG AGAINST 


PURPLE. YELLOW 


! RETURN TO SAILOR’S ISLAND 


You've delved into your quest, and it’s time to get Fina some ejqierience and upgrade the Little Jack. Fi^t 
some batdes and mali^ a trip back to Sailor’s Island. The ship parts merchant has gotten some new equip¬ 
ment in stock for the Little Jack, and the sailor’s guild has a mysterious Black Spot for Vysc. 


MMARAMBA 


ITEMS TO COLLECT: 

CHAM 

At the top of the lighthouse. 
BLACK SPOT 
At the sailor's guild, 


The Uule Jack can fly throu^ The Useful Dhahu 

stone reefs when equipped with . 

the Harpoon Cannon. Sail east 
fit)m Sailor's Island to reach the 
Nasr Kingdom, then sail south 
throL^ the stone reef to reach 
Maramba. Drachma will leave you 


off to search for Rhaknam. Talk to 
the Maramba citizens to gather 
information about the Red Moon 
Grj^tal and its location. You’ll also 
need to find a new ship. 



.a is separated into three areas. The docking area has a sailor's guild, 

nd through the large doors is the main part of town. A person in the corner of 
. .laramba's main area will let you ride a Dhabu for free. Only a Dhabu can with¬ 
stand the scorching sand. Ride the Dhabu to access rooftops, then head out 
the gate and ride to the farthest section of Maramba. 


ITEMS TO COLLECT: 

MOONFISH 

Next to a docked Nasr ship. 


300 GOLD 

Ride a Dhabu to reach the re 
where treasure chests lie. 
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The Empty Well 

The weapon merchant in the main part of 
Maramba tells you about treasure his 

that part of Maramba, you can enter the 
sewers through an empty well. 

Underground, hit switches to open and 
close gateways. It may take a few tries 
to figure out which switches to hit so 
you can collect all of the treasure. When 

Meet Bellena 

Visit the tavern and watch the dancer, 
Bellena. She'll sit down with you and 
eventually offer to give you a lift to the 
Temple of Pyrynn the next day. Spend 
speaking with 
Bellena. Stock up on supplies the next 
'Tiorning and meet Bellena at the dock. 

He He... OK, I'll Stop Staring! 

il THE LOST TEMPLE OF PYRYNN 


An ancient pyramid temple lies in die desert northeast of Maramba. The Temple of Pyrynn is where the Red 
Moon Stone is rumored to be held. Bellena will offer to let you borrow her ship for the journey and althoi^h 
ue questionable, you have litde choice in the matter. Level 14 recommended for the temple. 

■ Magma Tikis and Barrels 
1 When you discover a casket, you'll have to 

■ -'-feat three Magma W- 
jasure inside. Magma 



ia Tikis are Red Moon 



Lower the Floor 
To progress deeper into the Temple 
of Pyrynn, you'll need to lower the 
floor by completing several barrel 
puzzles. For the second barrel puz¬ 
zle, move the red barrels first, then 
the blue ones. You'll reveal a door 
■ ' ‘ I the puzzle. Exit 


BATTLE ZIVILYNBANE 



the right. Near a casket you will have 
to fight Zivilyn Bane—a mysterious 
treasure hunter. Zivilyn Bane, like 
everything else in the temple, is Red 
Moon innate. Ydu'II encounter Zivilyn 
Bane many times throughout your 
journey. He uses a very powerful 
Burst attack. Use Purple Moon magic 
and ji^ysical attacks to defeat him. 


BATTLE THE RED GIGAS: RECUMEN 



/ill foolishly 
uplnthe/./KfeJac*,t 
UsetheHarpc " 


move the left and right barrels into their 


The Final Barrel Puzzle 




/lean, Attack Befleza's Ship. Right? 





the final barrel puzzle. Move the middle- 
right blue barrel, then the one below it. 
Next move the top-left blue barrel, the 
lower-middle blue barrel, and finally the 
red one. After the lava level rises, hit the 
switch to solidify it with water. 


ITEMS TO COLLECT: 


5 MAGIC DROPLETS 
Defeat the Magma Tikis that 
attack when you open caskets. 

RUNE OF ILL OMEN 
Defeat Zivilyn Bane. 

RISELEM BOX 
RED MOON CRYSTAL 
Defeat Rokwyrm. 

CAPTAIN S STRIPE 
MAGIC CANNON 
3" BLASTER 

Defeat Belleza's ship, the Lynx. 


BATTLE ROKWYRM 



The molten creature, Rokwyrm, 
guards the Red Moon Crystal. Cast 
Fina's Lunar Blessing early in the bat¬ 
tle. Rokwyrm casts various fire spells 
including Cinder Storm, which can turn 
the target into stone. Defeat 
Rokwyrm and cross its body to col¬ 
lect the Red Moon Crystal. Exit 
through the secret passage. If you 
show Bellena the Red Moon Crystal, 
she'll re\«al her true identity, Belleza 


LIVE THE LEGEND 


You’ve recovered the Red Moon Crystal, butyou still 
have five more to find—all the while, Valua is closing 
in. Your next challenge is to brave die South Ocean's 
harsh winds. Widi at least 80 hours of game play, you'v 
only scratched the surfece of this massive RPG. Ifeep: 

































.. smash into pretty much anything you see... get that 
euphoric feeiing that comes rareiy in iife. ” 






Magic-slinging Yugi makes conjuring 
the perfect monster for every battle 
look easy. But his latest game to roll 
onto the GBA reveals that it’s much 
more than dumb luck! 

In Konami’s second Yu-Gi-Oh! game—a GBA version of the board 
game—you must score three hits against your dueling opponent, 
who awaits you across an empty expanse. You’ll collect and deploy 
dozens of magical dice to conjure monsters that will help you 
defeat your foe, whether you’re battling through the single-player 
championships or feeing off in a multiplayer arena. With a firm 
grasp of the game’s complex setup plus some advanced tips, you’ll 
be brandishing handfuls of awe-inspiring dice in no time. 





























































when two monsters stand on adjacent tiles, the player whose turn it is can use an Attack Crest and 
send his or her monster into battle. The defending player can have his or her monster fight by using 
a Defense Crest. You can predict the battles outcome by considering the monsters’ attributes. 


No Bridge, No Battle 



Players can attack only when their 

directly next to their target. Early 
on, focus on connecting to your 
foe's dungeon in a way that will 
give your monsters the upper claw. 



Attack only when you know you'll 
win. Calculate how much damage 
you'll do to a monster by subtract¬ 
ing its Defense from your monster's 
Attack. The number that remains 
will be subtracted from its HR 




When you first play Dungeon Dice Monsters, you'll get a starter kit of 15 magical dice. There are 
dozens more, which you can earn many ways. Much of the game's strategy comes down to which 
dice you take into a duel. Every time you get a new die, think about how it could enhance (or 
detract from) the power of every other die you possess. 



Save Up for Grandpa’s Store 



^ jns a store where you can buv 
>ell dice. When you first play the game, he 
• '•■Tids of dice. After you beat a t 


Out with the Old, In with the New 



When you trade with friends, you don't need to swap an 
equal number of dice. You can even swap a single die for up to 
15 of your trading partner's dice. Look closely at what the 
other player is offering before you approve the deal. 




















The game lets you evalulate all monsters on the field—yours and your foe's—but we've listed 

strengths and weaknesses on the fly. You can also see lots of the rare creatures that one day, if 
you’re diabolically persistent, you might own and control. 



YU'GI-OH! DUNGEON DICE MONSTERS 


136 I GAME BOY ADVANCE |' 
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^ifeirtfeEajR n Hogwarts 


The Chamber of Secrets las been 
opened/ It’s tip to yon, Harry 
Potter, to save the enchanted 
world, of ^pogwarts. Explore 
tfenifcnown,tn EA-’s magical 
^a^^^^Jar Game Boy Color. 


The school for young wizards and witches is waiting to be explo 
waste any time! You have plenty of tricks up your sleeve for the 
just need to know how to work with what you’ve got. Use you 
trading cards to your advantage. 

Play Minigames, Learn Spells and Trade Cards with 


1 .>*r 

||K! 

I ij 

1S 







MD Begin Yotir Adventure 

Dobby, the friendly, floppy house-elf, has come to warn you of your 
^ impending doom if you choose to return to Hogwarts for your second 


^ year of Wizard School. He’s just there to help, right? 



A - 


































Beghs 


IlSIDE HoGWARTS 


Congratulations! You and Ron made i 


^Whomping Willow, 


There is a lot more to Hogwarts than meets the 



























































Get the BEST DEALS on 

the world's BEST GAMES. 

Use the coupon to receive $5 off any Nintendo GameCube™ or 
Gome Boy® Advance software or accessory *19.99 and up. 


.BuV'i 










BestBuy.com 


Turn On the Fun’ 

RESERVE YOUR COPY TODAY! 


The Legend of Zelda: 
The Wind Waker 


Wow! Get Q double hit of Zeida for 
Nintendo GomeCube when you put 
your $15 deposit down for The Legend 
of Zelda: The Wind Waken Reserve 
your copy beginning on February 16 
and get a special limited-edition 
playable Game Disc* featuring two 
games—The Legend of Zelda: 

Ocarina of Time and The Legend of 
Zelda: Ocarina of Time Master 
Quest! (Game will be in stores 



Pokemon 
Sapphire 
and Pokemon 


Ruby 

Put a $5 deposit down begin- 

your copy of Pokemon Ruby or 
Pokemon Sapphire and receive c 
collectible Limited Edition 
Hologram coin* (Games will be 
in stores on March 19.) 





















Midway's sci-fi platformer, Dr. Muto, sends the scientist to various planets in search of DNA and 
gadgets that he needs to recreate a destroyed world. Once you've earned new abilities such as trans¬ 
forming into a rat, an ape and other creatures, return to earlier worlds to access new secret areas. 


For every blueprint, you’ll need to When you encounter a cyclopean 
collect matching pieces of equip- Gomer, snare it with your electro- 
ment to build the gear. To build the beam, look around for a switch, then 


























When you begin the missions, you'll 
have only a few cars to choose 
from. The car you choose will 
make all the difference In your 
performance. 


Use the map to stay on track. An 
arrow represents your direction on 
the map. Other markers—such as 
the suggested route-will also 


When the map hows the sugge 
ed route, keep an eye out for 

you'll need to take them to get a 


slow down the action to 
































































































POWER GUIDE TO THE LATEST RELEASES FEMIIIiBt2IMB4 


EA turns a classic story into a hack-and-slash action masterpiece. 

) destroy the One Ring is on. EA!s The Lord characters will make you vrant to play through every 
js: The Two Towers features all of the major mission widi each character and unlock all of the 
n the first two movie adapmtions of J.R.R. game's DVD bonus maKrials. 

issic trilogy. In all but the first two of 13 mis- Beyond the great game play and compiling 

can select from three members of the Pel- action, the most stunning part of the game is the way 
^ragom, Legolas and Gimli—and build that it seamlessly mixes footage fmm the films with 
zter as you move from one mission to the scenes and dialogue developed for the game. The 
upgrade points and a rating for every music, storytelling and overall production \dlues will 
defeat, then trade your accumulated points keep you immersed in Middle-earth from the moment 
af each mission for attack combos or addi- you power up the game to your last battle with the 
autes. Uruk-hai hordes. 
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Set sail for a high-flying pirate adventure in an updated Sega classic 


COMMENTS: j 


Tom Clancy s tale of terrorism unfolds as a squad combe 


COMMENTS: I 












DISNEY’S PK: OUT OF THE 





(“Duck of Energy"). PK is Donald Duck's ^ 

^ energy-emitting X-Transformer and a 
. wardrobe full of weapon-producing costume 
' changes, PK is hot on the trail of a band of 

, PK: Out of the Shadows is straightforward sci-fi 
’ action with comic book style and lots of cool 


The fun and funny adventures of mad 
scientist Dr. Muto challenge you to 
^ patch together the accidentally explod- 
"a ^ ed planet Midway. As you explore the 
JW8 game's four worlds you'll collect isotopes, blast 
B enemies with your Splizz Gun and morph into six 
types of creatures, such as the powerful Doczilia 
and the small and mobile Gerbilous Doctorus. 
Special items allow you to jump higher, move 
faster and fire projectiles. 


^ engage in 30 minigame challenges, many of ® 

W.^ 9 ^ SbMrfTand^fvs^ou^acS^ J 

clothing, tunes and vehicle upgrades. The game is 
appropriate for players young and ^ ^ 

r Asheys charismatic personalities. ^ 


^ two sets of missions-Dragon 
^ Adventure and Spy Story—and take to the 

missions challenge you to track down and demol- 

your path. The story loses something in its trans¬ 
lation from Japanese, but the game play is still 


game's beautifully detailed gothic environments, 
you'll use enhanced vampire powers to jump high, ' 
float to the ground and take on an onslaught of , 
enemies in hand-to-hand combat. A difficulty set- ' 
ting allows you to adjust the challenge of block- , 


* > Testing the limits of good taste, BMX , 
"T* . XXX features the type of jokes and visu- *' 

R-rated "gross-out" comedy. Crude con- ® 
tent aside, it's a solid and enjoyable BMX biking 


, challenges in eight large environment: 
designed interface elements take the 
out of balancing and crossing gaps. 































The Bust-a-Move series once again »» 

. offers hours of fun for action-puzzle ” " ‘ 

^ fans. Faced with a clump of brightly col- «||r.|c 
^ ored balls at the top of the screen, you ^ ^ 

must fire more balls skyward to color-match and nttipct 
dissolve the mass. The first GCN game in the " W W 1 
series presents thousands of colored-ball combi- 
nations with bright, shiny graphics and upbeat ^ ' 

music. You can play solo, against the computer or ^ 
against another player. ^ ^ ^ 


*uii ititiUk' 

MIS irititir 

JESSICA 

sam 

snvEN irir'trir 


' ^ Dead to Rights explodes onto the GCN 

^ rated violence and corny noirish dia- 
^ logue. Officer Jack Slate takes down 

dives to the pavement while firing his guns in slov 
motion, hotwires vehicles and picks off propane 
tanks m midair so they detonate over a crowd of 


AIM ' 

cHMs irifi 

JESSICA ■A"A"A' 

scan 


Early '80s arcade classic Defender 
K ■■■'’*' comes to the GCN with a 3-D makeover 
and a load of new features. The basic 
^ objectives are the same—blast aliens and 
save colonists. Choose from six ships that rate in 
four categories (speed, armor, agility and 
strength) and outfit your ship with a variety of 
weapons. Since Defender has similiarities to many 
other flying fighters, it doesn't innovate in the way 


itir ^ 
irir'tr 

iriririr 

iritir 


^ Dhk the Daring^ springs into action in a 

kinds of enemies, '/he graphics and animation are 
as amazing and fun to watch as they were in the 
original. Play control is clumsy at times, and jump- 


irirtr 

ir'tfi 

iiriritir 

•kifiri 

iririf 


* ^ As a member of the elite FireBiade 

S force, you must wipe out the threat of a 
terrorist attack over the course of 18 
missions In four campaigns. You can take 
command over a Vendetta attack gunship or a 

weapons to clear away enemy forces—iaser-guid- 

Mission objectives are not always clear, but the 
basic game play is straightforward. 


iririt' 

'A"A"A' 


* X Classic character Frogger sets off on a 
. ^ new adventure one hop at a time in 

^ Konami's Frogger Beyond. To prove his 
^ worth to the frog council, the hero must 
hop across seven enemy-filled worlds and return 


Control Pad, instead of the Control Stick to move 

large variety of enemies. Three types of power- 
ups give Frogger extra speed and strength. 


nintendopower.( 




DEFENDER 

•Midway 

t 


DRAGON’S LAIR 3-D 

‘fpTayer'^ 





















- j . 

^ Hunter, you must blast your way through crniici 
^ 20 types of enemies in 23 environments. m m w 

)i7eSitySe7o" imuififififi 

Dan participate at once in single^creen coopera- 

live play. The camera stays above the characters, ^ ^ 

resulting in Gauntlet-style game play. m M m 9 


a must-have for fans of brutal battlers. 

Select from more than 20 combatants, enter A 

Arcade Mode to avenge the death of Liu Kang or m m m m 

unlock characters, arenas and movies. Each char- 'A"A' 


. ^ in apocalyptic thriller Reign of Fire. 

BAM! Entertainment's adaptation of the 

m which you control either humans or dragons in GEORGE A"AA 
and the missions advance toward a satisfying ^KA A A 

collection of guns and missiles, you can put out __ ^ 
fires before they spread. » 


‘ that or me games m tne t-rogger senes, .dapper 
^ ’ terming a collection of wandering creatures and 


\ Crazy cricket Zapper hops through 18 RIAN AA'^' 
to save his brother from mad magpie A A^ 

that of the games in the Frogger serms. Zapper JKSICA A A A 

scon AAA 


rv To. 

Rugrats gang attempt to dethrone 
Angelica, the queen of the Play Palace nuiQci 
3000, in a minigame-packed adventure. M M 

crocodiles, a ride on a magic carpet and plenty of A A A A 

[N thrL to four challenges. As you advance through . 

the adventure, you'll unlock two-player games. M PC M M 


' from five DJ characters, then toss col- 
ored bubbles onto a dance-floorlike field. Every jEgsmA A A'i 

5 . bubbles will pop, sometimes sending you a power- 

» up that gives you extra time or a special move. PI PI P 

jC \ Since matches can be made only through stack- ^ A 

ing, game play can be limiting and monotonous. PI PI PI Pl 
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> 270 puzzles 


ir-kir'iri 
■'.'k'friri 
■. it if 


Boy genius Dexter feces eff with Dee 
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NUMBER OF MEMORY CARO BLOCKS REQUIREO 


RACING SHOOTER SPORTS STRATEGY 


ADVENTURE ARGADE FIGHTING PLATFORM PU2ZLE 


AlAN: JESSICA: 

ANDY: @®@##®©®®® scon: ®®®®@®©##® 
CHRIS: @®#®@®#©@® STEVEN: ®@®@®##©®@ 
GEORGE: ®@®®®#®©®@ 


Rating Pending 


Mature 


Eariy Chiidhood 


Everyone 

H' 





















The Feel’Good Article of the Year 

































e world's most talented & aggressive riders get 
0 kick it, the results aren't always pretty, and the 
Master a vicious arsenal 


Playstation^ gamecube. 





f The Nindex 










































no coins* no Rincs* 


PLAYTimE IS OVERI 


Play5tation.E Zi4«laim 










AmRDS 

REWARDS 


Great Previews and Reviews 


theGBA 


Legendary 











^^iEGEJVD OF 


^AEINKID^^ 


TWO GAMES, ONE PAK AND A VAST 
REALM OF SECRETS-ONLY NINTENDO 
POWER KNOWS THEM ALL! 


Between Canon in The Legend of Zeld^ 


Swords, Princess Zelda never 
from megalomaniacs with ev 
Nintendo's two-in-one Game 
contains both quests, so get 
the only guide that 
reveals every step of the A 
sinister plans. (And if V 

Hyrule falls prey to one 1 

villain—or both—don't say ' 
that we didn't warn you.) 


intentions. 


The Legend of Zelda: 

A Link to the Past 

Light World and Dark World maps 
Tips for finding every magical weapon 
The brand-new secret dungeon and 
special quest revealed! 


The Legend of ^ 
Zelda: Four Swords > 

Team strategies for 
the multiplayer-only game 
Surprising secrets about the 
dungeon-generating system 
Examples of the ever-changing 
level designs 


Order your copy today! 

Visit stol^e.n^nten^o.co^^ 





be an action figure. 



climb stretch fly roll pedal toss dance fling slide paint throw swim twist hike kick 





VERB 

ce dive sing jump twirl catch play leap flip try dream turn spin go laugh, it’s what you do. 








: : ■ d . filing releases from 

I ; ' [ ‘ do let us know. 

; Thank you! 


Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 
Please visit us at www.retromags.com. 


No profit is r.: from these scans, nor do we offer anything 
:i ": om the publishers themselves. 



